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$. 52-card Main deck — . Any fallen raiders are resurrected. All raiders reset and shuffle their 
» -20-card Event deck a1 pe : decks and turn their heroes face up. The Boss player resets and shuffles 
. the Main deck and the 20-card Event deck, and sets aside the 5-card 
Kel’Thuzad Event deck. Keep these decks separate. 


To start the raid, the raid leader chooses a Quarter. After each Quarter: 
is cleared, the raid leader can choose any uncleared Quarter or proceed 
directly to Frostwyrm Lair. The chosen Quarter or Lair card starts the 
. ALN : next game in play, as do the first Boss listed on it and Mr. Bigglesworth. 
player, the object of the game is simple: destroy all those who dare ¢* Unsure which Quarter to start with? For your first game, we 
al. the might of the Lich King. A raider is destroyed “his oF her hero ~ recommend that you start with the Construct Quarter. In our 
kes fatal damage (damage greater than or equal to Hits healt orifthat player | humble opinion, we rate the Quarters in order of difficulty 
qas to draw a card from an empty deck. = ’ (from easiest to hardest): Construct Quarter, Arachnid Quarter, 
: ; Plague Quarter, Military Quarter. 
For the raiders, the object of the game is to work together to defeat Naxxramas, iN 
culminating in the final encounter with Kel’Thuzad. Deal fatal damage to Each player draws seven cards. The Boss player uses the Main deck. 
Kel’Thuzad, and the Boss player will be defeated! Each player (including the Boss player) may mulligan as usual. 
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Sela 4 The Boss player goes first, and then play proceeds clockwise. 
| — The Boss player skips drawing a card during the first draw step. | 


é 
a > 
Naxxramas is recommended for three raiders, but feel free to add one or two © : ' ’ ’ , 
more to adjust the difficulty level. Each raider brings a deck and hero. If one , 
or more raiders are Alliance, then none can be Horde, and vice versa. No “ 


3 
other restrictions apply. For example, Traitor heroes can raid withnon- Gameplay 


Traitors, and Demon heroes can raid with non-Demons. P . 

While of course you can use standard deckbuilding rules (60 card A hero or ally with Protector can protect any friendly character. 
minimum, and no more than four of each card), the raid was designed and ay friendly character is controlled either by you or by another ps 
If a raider’s hero is destroyed, all of his or her cards are removed fron 
the game. This includes abilities attached to other players’ cards. 
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' developed to battle against decks using the bra d-new Dedicated Few 


~ tules (60 card minimum, and no more than one of each card), ‘Si 
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The raiders choose one raider to be the raid | r. That raider remains 

the raid leader until the raid ends (even if his or her hero is destroyed). We | - 
suggest the raid leader sit in the middle or as close as possible to the middle 


of the raiders. ; 
_ e raiders r 


_ The following sequence occurs as the raid starts, as well as every time the 
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aid “resets.” Se e Quarters for more information. 
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e Play Cards 

e Use Powers 

e Place a Resource 
e Make Attacks 


e Play Cards 
e Use Powers 
e Make Attacks 
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An Event A Kel’Thuzad Event 


As each event step starts, the Boss player reveals the top card of the Event 
deck and adds it tothe chain. Players can’t interrupt Events. As an Event 

‘resolves, it enters the Boss player’s resource row. Events enter play face 
down, and Kel’Thuzad Events enter face up. If the Event deck runs out of 
cards, skip the Event step. 
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- Cards in the Boss player’s resource row are resources whether face up or 
_ face down. If such a resource leaves play, it’s put into the Event graveyard. 
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Tokens ~~ 


When a Boss is destroyed, remove it from the game and, before putting the © 

next Boss into play, destroy all Naxxramas tokens. (Mr. Bigglesworth is not Me 
a) 

a token, so he escapes unscathed.) + 

If a Naxxramas token leaves play, it returns to the pool of available tokens 

and can enter play again as a new token if the raid says to do so. If the raid 

says to put a token into play, but there are none available because theyre 

all already in play, skip putting that token into play. Kel’Thuzad ally tokens 

are an exception to this rule (see Kel’Thuzad). 


The following Bosses enter play with specific tokens: Grand Widow 
Faerlina, Loatheb, Thaddius, Instructor Razuvious, and The Four 
Horsemen. Each of these Bosses has the name of its associated token on 
its type line, followed by a number that tells you how many copies of that 
token enter play with that Boss. 
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For example, Grand Widow Faerlina enters play with two Naxxramas Worshippers. 


Just like regular allies, ally tokens can’t attack until they've been under the 
Boss player’s control since the start of his or her most recent turn. Bosses 
are not allies, so they can attack immediately. 





| ‘ 
on e . ) 
Three Bosses have associated Mark tokens. _ 


fe 


a ri ; 


se 


Naxxramas is divided into four Quarters and a final Lair, each of which is 
represented by a card that lists its associated Bosses in order. Raiders can’t 
interact with these cards in any way. a 


While face up, each of the four Quarter cards has a power that negatively 
impacts a specific card type or strategy. However, as its final Boss is defeated, 
that Quarter becomes “cleared,” and its card is turned face down to reveal a 
power that turns its negative into a positive until the end of the raid. 


After each Quarter is cleared, the raid leader can choose any uncleared 
Quarter or proceed directly to Frostwyrm Lair. Each time the raiders enter 

a new Quarter, the raid “resets” and all players (including the Boss player as 
well as any fallen raiders) return their decks to their starting configurations 
(see Setup). The only cards that remain in play are face-down Quarters that 
have been cleared. 


Entering Frostwyrm Lair does not reset the raid. 


HEROIC MODE 


In Heroic Mode, up to three raiders must clear all four Quarters (inthe 
order chosen by the raid leader) before entering Frostwyrm Lair. In additio 
fallen raiders never resurrect in Heroic Mode. 
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non- combat damage. Once the Quarter has been 

defeated , raiding heroes and allies will become 
cai ea and will be able to deal damage +1 

en all non-combat damage that they would deal. 
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Home to some of the most destructive and disgusting 
monstrosities that Azeroth has ever seen, the Construct 
Quarter is where the Scourge seek to perfect their colossal 
constructs of war. 

The Construct Quarter lays waste to control 
decks with rage counters that flip each Boss face 
down after three turns, causing massive damage 
to raiders. Once this Quarter has been cleared, 
raiding heroes may turn face up every three 
turns, enabling them to use their flip powers 
multiple times. 


The vile and putrid Plague Quarter is where the servants of 
Kel’ Thuzad seek new ways to spread the plague of undeath 


and provide the Scourge with an even greater supply of troops. 


The filth and disease within The Plague Quarter 
cause raiding allies to become weak, giving 
them -1 / -1. Once the raiders manage to defeat 
this Quarter, however, all raiding allies will 
become stronger and gain a bonus of +1 / +1. 
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to serve as i ae ae of cee against the hie a and. i 7 
the Alliance. Here, the Four Horsemen await their master’s call. 
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The Military Quarter punishes equipment and solo decks 
for trying to take on an army alone. Raiding weapons have 
-1 ATK and raiding armor have -1 ‘@, but if you can manage 
to get through the Quarter, raiders will find their skills with 
equipment greatly increased, as raiding weapons gain +1 AT 
and raiding armor gain + 1 ¢ Below are the special rules fo 
Gothik the Harvester and The Four Horsemen. 


Gofbik fhe Harvesfer 


This encounter has its own set of rules (the “Gothik 
rules”). When Gothik enters play: 9 
e If there are an even number of raiders, split the 
raid into two equal halves. The raiders to the left 
of the Boss player are Unrelenting, and the 
raiders to the right of the Boss player are Spectr: 
If there are an odd number of raiders, the ie 
raider is both Spectral and Unrelenting, the raic 
to his or her left are Spectral, and the raider 
his or her right are Unrelenting. 
"Ss 
The Boss player is both Spectral and Unrelenting. Each card is Spectra 
Unrelenting, or both, depending on its controller. The only exceptions ; 
cards with Spectral or Unrelenting in their names. 


The most important rule is that Spectral players/cards can’t interact with non-Spectral 
players/cards, and the same applies for Unrelenting players/cards. 


FOR EXAMPLE: a 

e Spectral characters can’t attack or damage non-Spectral characters. 

e Spectral cards can’t be targeted by non-Spectral players or affected by 
non-Spectral modifiers. 4 
A Spectral attachment stays attached to a non-Spectral host, but stops 
affecting it. 
Only Unrelenting Protectors can protect against Unrelenting attackers. 


Each player remains Spectral, Unrelenting, or both until Gothik flips 


Pgs the last Spectral ally leaveg te Boss player's control). nid wre 
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The Four Horsemen 
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Boss Hero — Horsemen Horseman: 4 


Immune 
At the start of your turn, the raid leader flips a Horseman face down. 
Each Horseman can’t leave play unless all four have fatal damage. 
When a Horseman is dealt fatal damage, flip this card face down. 






_ Baron Rivendare 





Ally Token — Human Death Knight Horseman 


At the end of your turn, the raid leader chooses a 
ig (alder. That raider discards a random card. 
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| Frostwyrm Lair) 


When raiders enter Frostwyrm Lair, 
the Boss player shuffles his 
graveyard into his deck, then draws 
cards until he has seven. 


€¥\=> Draw a card. 


When Sapphiron is dealt damage 
he deals 1 frost damage to its 








Ally Token — Human Death Knight Horseman 





h of the following ally fokens faces 1p 
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Ally Token — Dwarf Death Knight Horseman 


Long-Range 
id of your turn, the raid leader cl 
jpment, Remove it from, 


At the end of your turn, the raid leader chooses a raiding 
ally. This ally deals 5 fire damage to it 


A aay 





_» BossHero—Lich = 


When Kel'Thuzad loses Immune, gain control of up to one target raiding 
ally. Then, search a raiding deck, graveyard, hand, and removed from 
game zone for up to one ally each and put them into play. 

At the end of your turn, flip Kel’Thuzad. 








6) 
















. 
o. Ware Blizzard Enlerlainment CY Credits 


Lae Developer: Shawn Carnes ; 


4 Art Director: Glénn Rane > ‘ 
Producer: Joshua Horst : = 
Director, Global Business Development and Licensing Coty Jones 


as 


P 


Licensing Manager: Ben George ry 
“a 


_ Director, Creative Developn ent: Jeff Donais | 
~ 


Additional Flavor Text: Shawn Carnes 
O ~ Additional Dee lophents Sean Wang, Bob Richardson, Mike Hummel 





World of Wat serafi® TCG Engine Design: Mike H 





















Danny Mandel ap ' Nas Al 

Additional Engine Design: Eric Bess, Ben Brode, Shawn —- Ben ton. “ | Special press: OF eo ae Father, — Dillog 

Jeff Donais, Dave Hewitt, Ken Ho, ay Jones, sy Ross, ‘Si Sullivan, | eg _ Samy se Didier, J. Allen Brack, Dave Maldonado, Gina Pippin, Tony Hsu, 
Morgan Witkmont a * 7 Ben ae os D od as , Candace Thomas, and all of the Blizzard employee 





Category Manager Trading Card Games: Joeri Hoste 4 


i: 


Brand Management: Dag Bojanowski (lead), Joeri Hoste (Burope), Angel Sanchez J 


Editing: Kate Sivan . 7g 
Graphic Design: Brian Bateman (lead), Michele ie 
Creative Content: Drew Walker — or 


. ¥ 
Seilebook: Ben | oh Paul Rots, Kate Sulliyan, Oey Walker i” 
| 4 Rules Team: Paul Ross (lead), Dave DeLaney, Edwin Teh + ‘ 


ae Direction: Ben Thompson 







Sap ahiction: Louise Bateman, Mike Eggleston, k Kim Fort Gordon yCeain 
A Tustin Schmunk, Luis Sumano 








ge Project Management: Angel Sanchez (lead), Tracey Fraser-Elliott _ 
: Shaitman and CEO, Upper Deck Company: Richard (William 
Jirector, Game Development Group: Dave Humpherys 

SEO, Upper Deck International BV: Nico Blauw 
COO, Upper Deck International BV: Bruno V 


UD E Special Thanks: Jamal, Antonino DeRosa 
and Maxwell Henry Cichoski 





Nee the Sienc Manuel, 





a 


= 
— 


< BOSS TURN DIAGKAM 
¢ 









<a < 
> Start Phase 






e Play Cards 
e Use Powers 
e Make Attacks 
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